WITCH HUNTER 
DESIGN PHILOSOPHY 


The design philosophy for this homebrew class was 
based in filling a gap in the class dynamic missing from 
the other base thirteen, whilst making an enjoyably 
complex but mechanically interesting class. This class 
is supposed to be a Dexterity and Intelligence based full 
martial class that actually relies on the Intelligence side. 
This class is supposed to emphasize adaptability and 
strategy while sacrificing the heavy single target hits of 
some other martial classes. This class is supposed to 
excel at gaining and utilizing information, unavailable to 
other classes while also is adding an AOE element that 
martial classes sorely lack when in comparison to full or 
half casters. 


HUNTERS OF THE UNNATURAL 


Witch Hunters are those who tread the thin line 
between the known world and the arcane mysteries that 
lie beyond. Drawn from various backgrounds, these 
intrepid individuals are united by a singular purpose: to 
root out and eliminate supernatural threats that elude 
ordinary warriors. Endowed with a keen intellect and 
agile reflexes, Hunters rely on their sharp minds and 
dexterous movements to outthink and outmaneuver 
their foes. 

Trained Hunters use an uncanny intuition to guide 
them through the shadows of uncertainty. Their minds 
are finely tuned to detect the faintest traces of arcane 
influence, making them formidable adversaries against 
spellcasters and magical creatures. Adaptability is their 
creed; they learn to read their enemies, anticipate their 
moves, and strike with precision. Whether it’s a hidden 
trap or an invisible foe, Witch Hunters are ever-vigilant, 
always ready to counter the unexpected. 

In their relentless pursuit of the unnatural, Witch 
Hunters commune with spirits and otherworldly 
entities. These ethereal guides offer cryptic insights and 
forewarnings, aiding Witch Hunters in their quests. 
Through rituals and meditative practices, they establish 
a bond with these spectral allies, gaining knowledge 
that is inaccessible to the uninitiated. This communion 
grants them an edge, allowing them to harness the 
wisdom of the ages in their fight against darkness. 

For Witch Hunters, the hunt is more than a duty—it is 
a calling. They thrive on the challenge of tracking and 
confronting the hordes of the unnatural, finding purpose 
and fulfillment in their quest to cleanse the world of 
malevolent forces. Their prey ranges from rogue 
spellcasters and malevolent spirits to ancient curses 
and eldritch abominations. Armed with a blend of 
martial skill, arcane knowledge, and sheer 
determination, The Hunters are relentless in their 
pursuit, embodying the perfect blend of strategy and 
ferocity. 


N THE WITCH HUNTER 


Proficiency Spirit Spirit 
Level Bonus Chain Modifier Features 
1st - Hunting Style, Spiritual 
Intuition 
Spirit Lance, Martial 
Intuition 
Witch Hunter Doctrine 
Ability Score 
Improvement 
Adaptability 
Arcane Intuition 
Doctrine Feature 
Ability Score 
Improvement 
Adaptability 
Undeceived Sight 
Empowered Lance 
Ability Score 
Improvement 
Arcane Intuition, 
Martial Intuition 
Adaptability 
Spiritual Intuition, 
Additional Hunting 
Style 
Ability Score 
Improvement 
Doctrine Feature 
Temporal Intuition 
Ability Score 
Improvement 
True Inquisitor 


CLASS FEATURES 


As a Witch Hunter you gain the following class features. 


HiT PoINnts 

Hit Dice: 1d10 per Witch Hunter Level 

Hit Points at 1st Level: 10 + Constitution Modifier 

Hit Points at Higher Levels: 1d10 (or 6) + your 
Constitution modifier per Witch Hunter level after 1st 


PROFICIENCIES 


Armor: Shields, Light armor, Medium armor 
Weapons: Simple weapons, Martial Weapons 
Tools: None 


Saving Throws: Dexterity, Intelligence 

Skills: Choose two from Acrobatics, Arcana, Animal 
Handling, History, Insight, Investigation, Medicine, 
Nature, Perception, Stealth, and Survival 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a) arapier and a shield or (6) two martial melee 
weapons 

¢ (a) three daggers or (b) any simple melee weapon 

e (a) leather armor or (b) scale mail 

e A light crossbow and 20 bolts 

e Anexplorer’s pack 


HUNTING STYLE 


At 1st level, you adopt a style of hunting as your 
specialty. Choose one of the following options. At 15th 
level you adopt an additional Hunting Style, however 
you can’t take the same Hunting Style option more than 
once. 


DEFENSIVE 


When you are attacked by a creature that you can see, 
you can use your reaction to impose disadvantage on 
the attack roll. You must use this ability before you 
know whether the attack hits or misses. 


AGGRESSIVE 


When you attack a creature while wielding two melee 
weapons, you can use your reaction to make an 
additional offhand attack. 


TACTICAL 


When an ally within 10 ft. of you that you can see makes 
an attack roll, you can use your reaction to give them 
advantage on the attack roll. You must use this ability 
before you know whether the attack hits or misses. 


FLIGHTY 


When a creature you can see targets you with an attack, 
you can use your reaction and the entirety of your next 
turn’s movement speed to move up to half your speed 
without provoking opportunity attacks. If this movement 
takes you out of the attack’s range, the attack 
automatically misses. 


CAUTIOUS 


When you make a Dexterity or Wisdom saving throw, 
you can use your reaction add your Intelligence Modifier 
to that roll. 


RUTHLESS 


When you hit a creature using a melee weapon, you can 
use your reaction to add an additional 1d4 to your 
damage roll. 


AGILE 


When a creature that you can see would damage you, 
you can use your reaction to add half of your 
Intelligence Modifier (rounded up) to your AC for the 
duration of that attack, potentially affecting the result of 
the attack. 


SPIRITUAL INTUITION 


Starting at 1st level, you become attuned to the spiritual 
disturbances. When you roll a Insight or Perception skill 
check, you can choose to use your Intelligence or 
Wisdom modifier. 

Additionally, when you succeed a perception, insight, 
investigation, or survival skill check you can determine 
if the information learned is related to any of the 
following creature type: Aberrations, Beasts, Celestials, 
Elementals, Fey, Fiends, Monstrosities, and Undead. 

At 15th level, you can make any Wisdom skill check 
with your Wisdom or Intelligence modifier. Additionally, 
when you succeed a perception, insight, investigation, or 
survival skill check you can determine if the information 
learned is related any type of creature. 


MARTIAL INTUITION 


Beginning at 2nd level, you become accustomed with 
uncustomary combat. You gain proficiency with 
improvised weapons. 

When you use your object interaction to pick up or 
draw a melee weapon or improvised weapon, you can 
use your reaction to take an attack action with that 
weapon on a creature that you can see within range. 

At 13th level, you no longer have disadvantage using 
thrown weapons at long range. Additionally, your 
attacks with improvised weapons count as magical for 
the purpose of overcoming resistance. 


SPIRIT LANCE 


At 2nd level, you can reach out with the spiritual energy 
from your target’s soul to attack nearby enemies. 
Whenever you hit with weapon attack against a creature 
and do damage against that creature, using bonus 
action you can choose another creature within 20 ft. and 
apply half of the appropriate damage dealt (rounded up) 
to the next creature as well. 

Your spirit lance uses the physical damage type 
(piercing, slashing, or bludgeoning) of your weapon. 

At higher levels, you can chain your Spirit Lance to 
additional creatures, and you can target a number of 
creatures equal to your Spirit Chain. To target an 
additional creature with your Spiritual Lance, the 
creature must be within a 20 ft. of the previous, but 
cannot affect a creature that has already taken damage 
on your turn. Whenever you target an additional 
creature with your Spirit Lance after the first creature, 
add the Spirit Modifier to the damage each time. 


WITCH HUNTER DOCTRINE 


At 3rd level, you pledge yourself to a Doctrine that will 
guide your future hunts. Choose between the doctrines 
of Arcane Tradition, Bone, Flame, Shadow, or Steel, all 
detailed at the end of the class description. The 
Doctrine you choose grants you features at 3rd level and 
again at 7th, and 17th. 


ADAPTABILITY 


Starting at 5th level, you gain an additional reaction per 
round. You gain further additional reactions at 9th level 
and 15th level. 


ARCANE INTUITION 


Beginning at 6th level, you start to gain a familiarness to 
the workings of unnatural tools. On your turn, when you 
use an object interaction to pick up or draw a magic 
item that you are not attuned to, you can use your 
reaction to temporarily attune to that magical item, 
bypassing the time required to attune to it otherwise. 
You can only do this if you meet all the prerequisites 
and have an available attunement slot. When you attune 
to a magic item in this way, the attunement lasts for 1 
minute, and you cannot attune to that same magic item 
this way until the next dawn. 

At 13th level, once per turn, you can choose to end 
attunement to any magic item that you are attuned to, 
instead of spending a short rest to do so. 


UNDECEIVED SIGHT 


Starting at 10th level, you immediately know if a 
creature or inanimate object is an illusion or using a 
false appearance, as long as you can see it. 


EMPOWERED LANCE 


At 11th level, your Spirit Lance damage starts using the 


full damage from your weapon attack instead of half of 
the damage. 


"TEMPORAL INTUITION 


Starting at 18th level, at the start of your turn can use 
your reaction to choose a creature, and the DM must 
declare that creature’s next actions that they will 
attempt to take on their next turn. When that creature’s 
turn arrives they must perform the actions they declared 
to the best of their ability even if they fail at completing 
them. You can use this feature a number of times equal 
to your Intelligence Modifier. You regain all expended 
uses when you finish a long rest. 


TRUE INQUISITOR 


At 20th level increase your intelligence score by 2 toa 
maximum of 24. Additionally, when you use your Spirit 
Lance Feature, your Spirit Modifier equals your 
Intelligence Modifier (minimum of +2). 
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WITCH HUNTER DOCTRINES 


Witch Hunters adhere to strict doctrines, codes of 
conduct that govern their actions and strategies. These 
doctrines are passed down through the wills of the 
spirits that guide them, each with its own unique 
traditions and teachings. Some may emphasize stealth 
and subterfuge, while others prioritize martial prowess 
or arcane study. Your choice of Doctrine shows the will 
and tactics that by which you choose to hunt. 


DOCTRINE OF ARCANE TRADITION 


You follow the path of the arcane, and become an expert 
at wielding and hunting magic, in all of its forms. 
Through rigorous study and attunement to the mystical 
energies that permeate the world, you have learned to 
harness arcane power to aid your hunt. Your knowledge 
of spells and magical artifacts is unparalleled, making 
you a formidable opponent against those who rely on 
magic. 


ARCANE TRADITION SPELLCASTING 


Cantrips Spells | — Spells Slots per Spell Level — 

Level Known Known Ist 2nd 3rd Ath 
3rd 2 
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SPELLCASTING 


When you reach 3rd level, you gain the ability to cast 
spells. See chapter 10 of the Player’s Handbook for the 
general rules of spellcasting and chapter 11 for the 
warlock spell list. 

Cantrips. You learn two cantrips of your choice from 
the warlock spell list. You learn another warlock cantrip 
of your choice at 10th level. 

Spell Slots. The Arcane Tradition Spellcasting table 
shows how many spell slots you have to cast your spells 
of 1st level and higher. To cast one of these spells, you 
must expend a slot of the spell’s level or higher. You 
regain all expended spell slots when you finish a long 
rest. 


Spells Known of 1st-Level and Higher. You know 
three 1st-level warlock spells of your choice, two of 
which you must choose from the abjuration and 
divination spells on the warlock spell list. 

The Spells Known column of the Arcane Tradition 
Spellcasting table shows when you learn more warlock 
spells of 1st level or higher. Each of these spells must 
be an abjuration, divination, or evocation spell of your 
choice, and must be of a level for which you have spell 
slots. For instance, when you reach 7th level in this 
class, you can learn one new spell of 1st or 2nd level. 

The spells you learn at 8th, 14th, and 20th level can 
come from any school of magic. 

Whenever you gain a level in this class, you can 
replace one of the warlock spells you know with another 
spell of your choice from the warlock spell list. The new 
spell must be of a level for which you have spell slots, 
and it must be an abjuration, divination, or evocation 
spell unless you’re replacing the spell you gained at 8th, 
14th, or 20th level. 

Spellcasting Ability. Intelligence is your spellcasting 
ability for your warlock spells. 

You use your Intelligence whenever a spell refers to 
your spellcasting ability. In addition, you use your 
Intelligence modifier when setting the saving throw DC 
for a warlock spell you cast and when making an attack 
roll with one. 


Spell save DC = 8 + your proficiency bonus + your 
Intelligence modifier 

Spell attack modifier = your proficiency bonus + your 
Intelligence modifier 


ARCANE REACTION 


Starting at 3rd level, whenever you are damaged by a 
spell or magical effect, you can use your reaction to cast 
a cantrip targeting the source of the effect if you can see 
it, instead of using an action. If you cast a cantrip in this 
way, you cannot cast another cantrip on your next turn. 


ANTICASTER 


At 7th level, when a creature you can see within 60 feet 
of you casts a spell, you can use your reaction to attempt 
an Intelligence (Arcana) check contested by the caster’s 
spell save DC. If you succeed, the spell has no effect, 
and you can immediately cast the same spell without 
expending a spell slot, using your own spellcasting 
ability. The spell must be of a level for which you have 
spell slots. You can use this feature a number of times 
equal to your Intelligence modifier (minimum of once). 
You regain all expended uses when you finish a long 
rest. 


OVERTUNED 


At 17th level, when you deal damage to a creature with 
your Spirit Lance, you can use a reaction to unleash a 
burst of arcane energy. The next attack roll made 
against any creature affected by your Spirit Lance has 
advantage until the end of your next turn. 


DOCTRINE OF BONE 


You follow the path of bone, mastering the dark arts 
that manipulate life and decay. Your connection to the 
necrotic energies that permeate the world grants you a 
sliver of power over your own body and perhaps death 
itself. 


DECAY REACTION 


At 3rd level, when one or more creatures reduce the 
damage from your Spirit Lance feature from immunity, 
resistances, or other abilities, you can use a reaction to 
deal 2d6 necrotic damage to those creatures. 


MALLEABLE BODY 


Starting at 7th level, you gain resistance to slashing, 
piercing, and bludgeoning damage. 

Additionally, whenever you use your Decay Reaction 
feature, you gain temporary hit points equal to the 
necrotic damage you dealt. You can use this feature a 
number of times equal to your Intelligence modifier 
(minimum of once). You regain all expended uses when 
you finish a long rest. 


HUNT OF DEATH 


At 17th level, when you reduce a creature to 0 hit 
points, you regain any expended action, bonus action, 
and object interaction. 


DOCTRINE OF FLAME 


You follow the path of flame, embracing the destructive 
and purifying power of fire. Your affinity with the 
element of flame allows you to channel its fierce energy 
into your attacks, engulfing your enemies in searing 
heat. Through your mastery of fire, you become a 
beacon of devastation, incinerating those who stand in 
your way and reducing your foes to ashes. Your control 
over fire is unmatched making you a relentless hunter. 


IGNITION REACTION 


At 3rd level, when you use your Spirit Lance feature, 
you can use your reaction to change the damage type of 
your Spirit Lance to fire damage. 

Additionally, the first creature hit by your Spirit Lance 
must make a Dexterity saving throw (DC = 8 + your 
proficiency bonus + your Intelligence modifier). On a 
failed save, the creature catches fire and takes 1d6 fire 
damage at the start of each of its turns until it uses an 
action to extinguish the flames or until the flames are 
otherwise doused. 


IMMOLATION 


Starting at 7th level, each time a creature that you can 
see is dealt fire damage you can add an additional 1d6 
fire damage to those creatures. Additionally, when a 
creature made of organic material that you can see 
within 60 feet is reduced to 0 hit points from fire 
damage, their corpse turns into a pile of ash. 


INFERNO 


At 17th level, whenever you deal damage with a weapon 
attack or improvised weapon you deal an additional 2d6 
fire damage. Additionally, whenever a creature uses an 
attack action you they must take 1d6 fire damage if they 
miss, or 2d6 fire damage if they hit you. 


DOCTRINE OF SHADOW 


You follow the path of shadow, becoming one with 
darkness and mastering the art of silence and darkness. 
Your affinity with the shadows allows you to move 
unseen and strike when least expected. Through your 
mastery of shadow, you become an elusive and deadly 
hunter, able to manipulate darkness to your advantage 
and outmaneuver your foes. 


HIDDEN REACTION 


At 3rd level when you adopt this Doctrine, if you do 
something that would uncover a hidden position such as 
attacking, making a sound, or casting a spell with a 
verbal component, you can use you reaction to attempt 
to remain hidden instead. You must succeed a Dexterity 
(Stealth) check with a DC equal passive perception of 
any creature that would see you. 


STALKER 


Starting at 7th level, creatures cannot sense you with 
blindsense or tremorsense. Additionally, when you deal 
damage using you Spirit Lance feature you deal twice 
the damage to any creature that does not see you. 


EXTENDED SHADOW 


At 17th level, once per turn you can choose a creature 
that has taken damage on your turn and that creature 
must succeed a Intelligence Saving Throw (DC = 8 + 
your proficiency bonus + your Intelligence modifier), or 
be blinded until the end of their next turn. 


DOCTRINE OF STEEL 


You follow the path of steel, embracing the strength and 
resilience of metal in both your armor and your 
weapons. Your affinity with steel allows you to wield 
unwieldy weapons with unmatched precision and skill. 
Through your mastery of steel, you become an 
unyielding force on the battlefield, cutting down beasts 
of the world with devastating strikes and withstanding 
even the fiercest of blows. 


HEAVY REACTION 


At 3rd level when you adopt this Doctrine, you gain 
proficiency in heavy armor. Additionally, when you 
attack with a melee weapon that has the two-handed or 
heavy property, you can use your reaction to use that 
weapon as a finesse weapon. 


WEAPON EXPERTISE 


At 7th level, your proficiency with melee weapons 
reaches even greater heights. Whenever you roll the 
highest number on your weapon’s damage dice, you roll 
an extra of the weapon damage die and add it to the 
damage dealt. 


STEEL MASTER 


Beginning at 17th level, when you use your Heavy 
Reaction feature your weapons also gain the Thrown 
property (range 20/60). Additionally, when you use your 
object interaction to draw or pick up a weapon, you 
instead do not expend your object interaction. 


